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Option 

Turn the vibration function of the Analog Controller (DUALSHOCK)™ ON/OFF. 


i to the instructions in its Instruction Manual Make sure 
the PARASITE EVE 2™ disc and close the disc 
I. and lum on the PlayStation game console. When the 
The Title Screen will appear with the following options: 


Continue 

Continue playing a game from previously saved game data. Select <Continue> to 
: view a list ol the saved games on the MEMORY CARD. Select a saved game and 
press the © button to continue playing the game. 
























Mitochondria 

Mitochondria are organelles lound In the cells of multi-cellular organisms. Possessing ONA different 
from that in the cell's nucleus, mitochondria may be the remains of a separate organism that the nucleus 
absorbed into the cell shortly after life on this planet began. Opposing theories state that mitochondria 
deliberately entered the cell as a nucleic parasite. Mitochondria generate ATP. an important source of 
cell power. 


Mitochondria Eve 

Based on data taken from mitochondria DNA collected from people of various ethnic backgrounds, a 
hypothesis was formed tracing all mitochondria to a single source: a female human in ancient Africa, 
identified as ’Mitochondria Eve". 

Christmas Eve, 1997. In a chain ol events that began with the mass-immolation ot hundreds of concert- 
goers at Carnegie Hall, Manhattan Island was evacuated and quarantined for a week. The mitochondria that 
had until then worked for the benefit of human cells, suddenly awakened with their own will and purpose. 
NYPD officer Aya Brea's actions brought the horrific incident to a close. 

However, it wasn't until September of 2000 that Aya realised that the nightmare was not over, and that the 
string of mltochondria-related events she had been investigating would lead to an even greater tragedy. 


Aya's Mission 

You. as FBI agent Aya Brea, will investigate the string of strange incidents involving Neo-Mitoch< 
Creatures. Battle mysterious characters and strange Neo-Mitochondrioo£reatures. and gather ii 
and evidence to crack the case. When Aya's HP reach 0, the game is aveiK cd 




































Aya Brea 

Age: 27 

An FBI agent assigned to the Los Angeles division ot MIST, 
the Mitochondrion Investigation and Suppression Team. 
Codename: NMC (Neo-Mitochondrion Creature) Hunter. 


both respect and disdain tor 
their stoic boss. 


ilosing his tamily during the 
Slew York incident, he threw 
SWerything away and joined 
the.MI.ST organisation. < 
NoMBroderick has devoted r 
his life to exterminating 
NMCs. 


Pierce D. Carradine ' 

Age: 31 

An investigator assigned to the intelligence 
division of MIST 

A master at information 'retrievat*. Carradine is 
not above using the experience gained from . 
his illegal hacking days to find what he needs. 
,-Tte is a natural loner with few friends, but he 
• enjoys talking to Aya, who joined MIST at the 
same time as he. 


Gary Douglas 
;Age:56 

^BBoglas is a decorated Vietnam War 
'Veteran who lost a leg in a minefield. 
After returning stateside, he started a 
scrap yard business in the desert town 
of Dryfield and has been living a quiet 
life with his dog. Flint. Douglas Is also 
an avid firearm collector and a strong 
advocate of gun rights. 


Kyle Madigan 

Age. 29 

A mysterious individual claiming to be a private detective. 
He appears out of nowhere while Aya is conducting her 
NMC investigation and offers to assist her. He appears 
; to be competent, but his motives remain unclear. 






















Military GPS (Global Positioning System). Using this. Aya can map locations she has 
already visited. It you tlnd a map ot a region. Aya will enter the map data Into the GPS 
allowing you to see areas you haven't yet explored. The GPS also contains a motion 
detector that allows you to track nearby enemies. 


Search Mode 

• Aya's HP and MP are at the top ot the screen. The numbers and green bars represent the current values. 
When the bars are full. Aya's HP and MP are at their maximum values. 


Reading the GPS map 

Press the SELECT button to view the GPS map. It you have tound a map tor the current region, the GPS 
will display an overall map (like the one shown below). It you have not found an area map. only explored 
locations will be displayed on the GPS map. 


Telephone 

It a telephone is in working condition, it will have a blinking 
green light. Sometimes, by using the telephone, you can 
obtain new information. You can also save game data at 
telephones. 

• Aya 

Move Aya with the directional button or the left stick (when in 
Analog Mode). Press the ® button when Aya is standing in 
front of stairs or a door to climb the stairs or use the door. 
Press the O button in front of an object to inspect that object. 


■ Surveyed Area (unsale) 

Areas slill occupied by NMCs 
will be displayed in red. 


Unexplored Areas- 

Once you have a map, any 
areas you have not yel 
explored will be shaded gre 


Enemy Encounters 

Press the ® button during 
Search Mode, and Aya will 
draw her weapon and look 
for a target. If there are 
enemies nearby. Aya will 


Inaccessibility Marker-' 

Any areas that can no! be accessed 
are marked wllh a red "X" Icon. 


Positioning Marker 

Aya's current location. The arrow 
points In the direction she is lacing. 


Help window 

Press Ihe © button while viewing the GPS map i 


1 " button or lett stick. 

II an area on the object can be inspected or 
manipulated, the arrow will become red; press 
the ® button to Investigate further. 


the curreni location and any comments Aya has. 















Loading Ammunition 

Soled <AMMO> to reload a weapon or to load a different type of ammunition. 

Any ammunition compatible with the current weapon will be displayed. Select the 
ammunition to load, and press the © button to confirm, POWER represents the 


firepower of a single shot. 


Primary Attack and Secondary Attack 

Some weapons have two types of attack modes when you find them, while other 
weapons can be customised to have two attack modes. Two types of ammo will 
be listed under <AMMO> for these weapons. The top listing is for the Primary 
Attack, and the bottom one is for the Secondary Attack. 


Changing Armour 

Select <ARMOUR> to exchange the currently equipped armour with armour from 
your inventory. Select the armour to equip, and press the © button to confirm 
your selection. Some armour adds special abilities in addition to increasing the 
maximum HP and MP value, and since the attachment number differs by the type 
of armour, the number of items you can use during battle will vary. 


Attachments 

All armour has a number ot slots Into which weapons, ammunition and items c 
be placed; these slots are called attachments. Items equipped as attachments i 
be used in Battle Mode Select an empty attachment slot to move an item Iron- 
Inventory into that slot. 


Using Items 

When items In the <ITEM> column are selected, three commands will appear; 
•<Use>, <Move>and <Discard>. Select <Use> to use the item. Select <Move> to 
change the order of the item within the ITEM column, Select <Dlscard> to discard 
•the Item. Select <Sort> to rearrange the items. The items will be organised from 
eJop to bottom as follows: Recovery / Cure Items / Weapons / Ammunition / 








































Attacking with Equipped Weapons 
TARGETING 

Before Aya can hit an enemy, she must target it Press the ® button to target the 
closest enemy or object. Press the ® button again to change targets to the next- 
closest enemy. While holding the ® button, press lett/right on the directional button 
to cycle through targets quickly. 


Help Window (reading a detailed guide) 

Press the ® button while on the KEY ITEM, USE or 
P. ENERGY screens to view a detailed explanation 
about each selection. Sometimes, you may be able to 
identity unknown items by viewing their descriptions 
' in the Help window. 


ATTACK 

■ .Press the R1 button to attack the targeted enemy. The damage your weapon does 
% will vary depending on how close the target is and how powerful the weapon and 
• ammunition are. It you press the R1 button, Aya will tire her weapon, even if the 
ft .enemy Is out of range or hidden behind an obstacle. 




























Escape from Battle 

| Aya can escape Irom battle by running through doors, climbing stairs, or moving to 
’ other rooms. However, note that BP are deducted when Aya runs away from a battle. 

Changing Weapons & Using Items during 
Battle Mode 


displayed (item icons are displayed according to type). Select an item to use or 
equipment to switch wilh Ihe left/right directional button, then press the © button to 
confirm your selection. As long as Ihe newly-equipped weapon is already loaded with 
ammunition, Aya will automatically reload it during combat even If Its ammunition is 
not equipped as an attachment. 



When Entangled by the Enemy... 

Some enemies may bite or swarm Aya so that she can not attack. It this happens, 
press the directional button rapidly to shake off the enemy's attack. 

Using Parasite Energy during Battle 

Aya's mitochondria rapidly combine ATP' to generate enormous amounts of energy. 
This is called 'Parasite Energy' Parasite Energy consumes MP (Mitochondria 
Points), displayed in the top left comer of the screen, but allows Aya to attack, 
defend, heal herself and recover from status abnormalities. For details, please refer 
to page 18. 


Selecting Parasite Energy 

Press the © button during battle to pause the game and view the Parasite Energy menu. Using the left/right 
directional button, select a Parasite Energy ability to use and press the © button to confirm your selection. 
After you have selected a Parasite Energy ability, the ability's area of effect will be displayed on-screen as a 
green wire-frame. If Aya is flashing green, she will be affected by the ability as well. 


: Parasite Energy ability 
































Status Abnormalities 

Attacks from some enemies may cause status abnormalities. 
Status abnormalities may inconvenience Aya for a short amount 
. of time, but when battle is completed, she will recover from 
them. See the chart below for the effects of status abnormalities 
and methods to remove them. 


, attacked before the effect is triggered, the ATP combination will be interrupted, so t 
sure that you are reasonably safe before using Parasite Energy abilities. 

Battle Completion 

After the battle is completed, a battle result window will open, displaying your EXP. 
BP and MP bonuses. After some battles. Aya may acquire new items. If your 
inventory Is full, you will need to discard either an item from inventory or the newly 
, acquired item. 


RECOVERY METHOD 


Penlcillin/Metabolism 


Penicillin/Metabolism 


Penicillin/Metabolism 


When Metabolism, Slim or Penicillin are used. Aya will be immune to status abnormalities for a certain 
amount of time. 


STATUS 

ICON 

EFFECT 

Silence 

n 

Can not use Parasite Energy Abilities. 

Confusion 

m 

Loss of sense of direction. Aya has difficulty moving. 

Berserker 

□ 

Weapon attack power increases, but HP decrease 
during attacks. Only offensive PE can be used, 
but the PE level Increases by 1 (MAX level 3). 

However. PE will consume HP instead of MP. 

Poison 

m 

HP gradually decrease. Poison circulates when Aya 
moves, and HP decrease faster. 

Paralysis 

m 

Temporarily unable to move. (In this situation, press 
the directional button rapidly to regain movement for 
a short time). 

Darkness 

M 

Can not target enemies. 
























































PJP 



There are 4 types ot equipment: weapons, ammunition, armour and items. Equipment can be purcf 
obtained during Aya's investigation. Equipment purchasing and equipment warnings are explained i 


following section. 


Customising Weapons 


Fuel and batteries are automatically 
supplied when the weapons are pure 


Basic Weapons Types 

CAPACITY: Maximum Ammunition; WEIGHT: Weapon's Weight; RANGE: Range ot lire: RATE: Rate of fire. 




■ 1 i 

M93R 

CAPACITY: 20 rounds 

WEIGHT: 117. RANGE: 50 

RATE: 110 

9mm handgun that fires a 

3-round burst. The secondary 
attack fires a single round. 

Grenade Pistol 

CAPACITY: 1 round 

WEIGHT: 260. RANGE: 350 

RATE: 1 

40mm pistol-sized grenade 
launcher. Fires a single 40mm 
grenade. 

PA3 

CAPACITY: 3 rounds 

WEIGHT: 270, RANGE: 30 1 

RATE: 2 

Pump-action shotgun. Fires a j 
single 12-gauge shot. 

: f' 


-; ’ 

MP5A5 

CAPACITY: 30/50 rounds 

WEIGHT: 288. RANGE: 55/5 

RATE: 80/2 

' 9mm submachine gun equipped 
with a flashlight as a secondary 
attack. Fires a burst of 9mm 
rounds. The flashlight uses a 
battery. 

M4A1 Rifle 

CAPACITY: 30 rounds 

WEIGHT: 254, RANGE: 500 

RATE: 85 

5.56mm assault rifle used by 
special forces. Fires a 3-round 
burst. The secondary attack 
fires a single round. This 
assault rifle can be customised. 

M4A1 Grenade 

CAPACITY: 30/1 rounds 

WEIGHT: 390, RANGE: 500/250 - 
RATE: 85/1 

M4A1 assault rifle equipped 8 

with a grenade launcher ] 

Fires a 3-round burst. 1 

The secondary attack fires a j 

single 40 mm grenade. j 







































ADD HP and ADD MP refer to the HP and MP bonuses added when the armour is equipped. ATTACHMENTS 
are the number of items that may be equipped. SPECIAL FEATURES are any special abilities the atmour 


9mm P.B. 

(power: 10) 

9mm full metal jacket round. 
Can be loaded into handguns 
and submachine guns. 


Grenade 

(power: 270) 

40mm high-quality explosive 
round. Upon impact, shrapne 
causes extensive damage. 


Tactical Armour 
ADD HP: +60 
ADD MP: +30 
ATTACHMENTS: 8 
SPECIAL FEATURES: 
High-quality motion detector 
Displays target's HP. Military- 
grade armour vest. Displays 
I moving objects on a heads-up 


Assault Suit 
ADD HP: — 

ADD MP: +10 
ATTACHMENTS: 5 
SPECIAL FEATURES: 


Turtle Vest 
ADD HP: +5 
ADD MP: +20 
ATTACHMENTS: 3 
SPECIAL FEATURES: 

MP Recovery, Resistance to 
Paralysis 

NMC Hunter's protective ves' 


Resistance to Poison 


Jacket made for extreme 
weather conditions in the 
desert. Oefence power is low, 
but it has many attachments. 


S.S6 Rifle 

(power: 22) 

5.56mm full metal jacket round. 
Can be loaded Into rifles and 
light machine guns. 


(power: 40) 

12-gauge shotgun shell. 
Releases 8 balls of shot i 
single burst. 


mmeamm 


Basic Ammunition Types 























ivestigation Hints 


Tablets/Recoveryl 

Vitamin tablets. Restores a 
small amount ol HP. (Restores 
50 HP when used in the Main 
Menu; restores 45 HP when 
used during battle). 


Key Chain/Combat Light 

Disposable defence weapon 
When used during battle, blinds 
any enemies In front of you. 


Plastic Bottle/MP Boostl 

Spring water. Restores a small 
amount of MP (Restores 30 
MP when used In the Main 
Menu; restores 25 MP when 
used during battle). 


Pouch/Belt Pouch 

Large pouch that ca 


Key Item/Monkey Wrench 

A wrench that is adjustable to 
fit different nuts and bolts. 



















































